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(57) ABSTRACT 
A wagering game system and its operations are described 
herein. In some embodiments, the operations can include 
communicably connecting a mobile device to a wagering 
game server on a wagering game network. The operations can 
further include associating, by the wagering game server, the 
mobile device with a selected wagering game machine among 
a plurality of wagering game machine. The operations can 
further include providing content to present on the mobile 
device, the content including a play initiation button of a 
wagering game played via the selected wagering game 
machine. The operations can further include in response to 
the play initiation button being actuated, receiving, at the 
wagering game server, a command from the mobile device to 
initiate play of the wagering game. The operations can further 
include in response to the command, presenting a result of the 
wagering game on the selected wagering game machine. 
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ASSOCATING MOBILE DEVICE WITH 
ELECTRONIC GAMING MACHINE 

RELATED APPLICATIONS 

0001. This Application is a continuation of U.S. patent 
application Ser. No. 13/788,971 filed on 7 Mar. 2013, which 
claims the benefit of U.S. Provisional Application Ser. No. 
61/753,836 filed 17 Jan. 2013. 

LIMITED COPYRIGHT WAIVER 

0002. A portion of the disclosure of this patent document 
contains material which is subject to copyright protection. 
The copyright owner has no objection to the facsimile repro 
duction by anyone of the patent disclosure, as it appears in the 
Patent and Trademark Office patent files or records, but oth 
erwise reserves all copyright rights whatsoever. Copyright 
2014, WMS Gaming, Inc. 

FIELD 

0003 Embodiments of the inventive subject matter relate 
generally to wagering game systems, and more particularly to 
wagering game systems including mobile devices. 

BACKGROUND 

0004 Wagering game machines, such as slot machines, 
Video poker machines and the like, have been a cornerstone of 
the gaming industry for several years. Generally, the popu 
larity of such machines depends on the likelihood (or per 
ceived likelihood) of winning money at the machine and the 
intrinsic entertainment value of the machine relative to other 
available gaming options. Where the available gaming 
options include a number of competing wagering game 
machines and the expectation of winning at each machine is 
roughly the same (or believed to be the same), players are 
likely to be attracted to the most entertaining and exciting 
machines. Shrewd operators consequently strive to employ 
the most entertaining and exciting machines, features, and 
enhancements available because Such machines attract fre 
quent play and hence increase profitability to the operator. 
Therefore, there is a continuing need for wagering game 
machine manufacturers to continuously develop new games 
and gaming enhancements that will attract frequent play. 

BRIEF DESCRIPTION OF THE FIGURES 

0005 Embodiments of the invention are illustrated in the 
Figures of the accompanying drawings in which: 
0006 FIG. 1 depicts an embodiment of the interactions 
between a mobile device 102, a wagering game server 104, 
and a wagering game machine 106. 
0007 FIG. 2 is a flow diagram illustrating operations for 
enabling a mobile device to play wagering games via a 
selected wagering game machine, according to Some embodi 
ments of the inventive subject matter. 
0008 FIG. 3 is a flow diagram illustrating operations for 
enabling a mobile device to play wagering games via a 
selected wagering game machine, according to Some embodi 
ments of the inventive subject matter. 
0009 FIG. 4 is a flow diagram illustrating operations for 
enabling a mobile device to play wagering games via a 
selected wagering game machine, according to Some embodi 
ments of the inventive subject matter. 
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0010 FIG. 5 is a diagrammatic illustration of identifying a 
selected wagering game machine 502 using a unique indica 
tor 508 and a mobile device 506. 

0011 FIG. 6 is a diagrammatic illustration of moving 
wagering game elements from a wagering game machine 
display 602 to a mobile device 616. 
0012 FIG. 7 is a diagrammatic illustration of moving 
wagering game elements from a wagering game machine 
display 702 to a mobile device 704. 
0013 FIG. 8 is a diagrammatic illustration of mirroring a 
wagering game machine display 802 on a mobile device 814. 
0014 FIG. 9 is a block diagram illustrating a wagering 
game machine architecture, according to example embodi 
ments of the invention. 

0015 FIG. 10 is a block diagram illustrating a wagering 
game network 1000, according to example embodiments of 
the invention. 

0016 FIG. 11 is a perspective view of a wagering game 
machine, according to example embodiments of the inven 
tion. 

DESCRIPTION OF THE EMBODIMENTS 

0017. This description of the embodiments is divided into 
five sections. The first section provides an introduction to 
embodiments of the invention, while the second section 
describes example operations performed by some embodi 
ments. The third section describes example wagering game 
machine architectures and the fourth section describes 
example wagering game machines in more detail. The fifth 
section presents some general comments. 

Introduction 

0018. This section provides an introduction to some 
embodiments of the invention. 

0019 Many wagering game machines are operated by 
controls that are built into the wagering game machine. For 
example, players spin reels, discard playing cards, etc. by 
pressing buttons, touching touchscreens, and otherwise inter 
acting with controls on a wagering game machine. Because 
the controls are built into the wagering game machines, play 
ers are forced to position themselves so they can reach the 
controls. For example, when seated on a stool, players may 
have to lean forward to reach a machine's controls. Some 
players may find this cumbersome and uncomfortable. Some 
embodiments of the inventive subject matter allow players to 
control game play from a mobile device. Some embodiments 
present portions of the wagering game on the mobile device, 
in lieu of presenting it on the wagering game machine's 
display device. Such embodiments may allow the player to 
play the wagering game in a more comfortable position, Such 
as reclined in a chair by the wagering game machine. Before 
a wagering game machine can present and control wagering 
games on a mobile device, embodiments perform operations 
to associate the mobile device with the wagering game 
machine. After Such an association is established, some 
embodiments enable players to view and control wagering 
games on mobile devices. The discussion of FIG. 1 shows 
how some embodiments can associate a mobile device to a 
wagering game machine, and how wagering games may be 
presented and controlled on mobile devices. 
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0020 FIG. 1 depicts an embodiment of interactions 
between a mobile device 102, a wagering game server 104, 
and a wagering game machine 106. FIG. 1 depicts example 
operations at stages A-E. 
0021. At stage A, the mobile device 102 sends a request to 
the wagering game server 104 to connect to the wagering 
game network. The request identifies a particular wagering 
game machine with which the mobile device will play games. 
In some embodiments, to connect to the wagering game net 
work, the player uses the mobile device 102 to navigate to a 
webpage hosted by a casino computer. From the webpage, the 
player can choose to connect to the wagering game network to 
play a selected wagering game machine 106 from the mobile 
device 102. In other embodiments, the mobile device 102 
uses an application program to connect to the wagering game 
network. Upon launching the application program on the 
mobile device 102, the player can choose to connect to the 
wagering game network to play a selected wagering game 
machine 106. The player can selecta wagering game machine 
by transmitting to the server 104 a unique code associated 
with the selected wagering game machine. For example, the 
mobile device 102 can capture and transmit a photo of a bar 
code presented on the wagering game machine 106, where the 
bar code uniquely identifies the wagering game machine 106. 
0022. At stage B, the wagering game server 104 associates 
the mobile device 102 with the selected wagering game 
machine 106. In some embodiments, this association enables 
the wagering game server 104 to facilitate communications 
between the mobile device 102 and the selected wagering 
game machine (e.g., wagering game machine 106). 
0023. At stage C, a player initiates a wagering game on the 
wagering game machine 106. The wagering game machine 
106 presents at least part of the wagering game on the mobile 
device 102. For example, a reel spin button may be presented 
on the mobile device 102. The player can then select the reel 
spin button on the mobile device 102. The mobile device 102 
may present the wagering game via browser-based presenta 
tion or via a dedicated application program running on the 
mobile device 102. In some embodiments, the player may be 
able to control all functionality of the wagering game from the 
mobile device 102. In other embodiments, the mobile device 
102 may present only portions of the wagering game, such as 
a spin button, a credit meter, etc. By controlling the wagering 
game via the mobile device 102, the player may be able to 
position themselves more comfortably while playing the 
wagering game. 
0024. At stage D, the wagering game server 104 receives 
commands from the mobile device 102 and forwards the 
commands to the selected wagering game machine 106. From 
the example above, a reel spin button may be presented on the 
mobile device 102. The player can then select the reel spin 
button on the mobile device 102. The selection of the reel spin 
button (“button selection') is then transmitted from the 
mobile device 102 to the wagering game server 104. The 
wagering game server 104 then forwards the button selection 
to the selected wagering game machine 106, initiating a reel 
spin on the selected wagering game machine 106. Some 
embodiments detect player input in other ways. For example, 
a player may waive the mobile device 102 to indicate a com 
mand to the wagering game server 104. For example, an 
accelerometer in the mobile device 102 may sense a gesture 
or movement of the mobile device 102 that indicates a specific 
action in the wagering game. Such as a reel spin, etc. In some 
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embodiments, the commands may not be communicated to 
the wagering game server 104. 
0025. At stage E, the selected wagering game machine 106 
receives and processes the commands from the wagering 
game server 104. For example, a reel spin indicated on the 
mobile device 102 is actuated on the wagering game machine 
106. Additionally, the wagering game machine presents the 
wagering game to the mobile device 102 after the command is 
processed. In some embodiments, the selected wagering 
game machine can instruct the wagering game server 104 to 
present the wagering game to the mobile device 102. In other 
embodiments, the selected wagering game machine 106 can 
present the wagering game directly to the mobile device 102. 
as indicated by arrow 108. 
0026. In some embodiments, the mobile device 102 may 
communicate commands directly to the selected wagering 
game machine 106, as indicated by arrow 108. For example, 
the player may select a reel spin button presented on the 
mobile device 102. The mobile device 102 can then transmit 
the button selection directly to the selected wagering game 
machine 106. 
0027. These and other embodiments are described in more 
detail below. 

Example Operations 

0028. This section describes operations associated with 
some embodiments of the invention. In the discussion below, 
the flow diagrams will be described with reference to the 
block diagrams presented above. However, in some embodi 
ments, the operations can be performed by logic not described 
in the block diagrams. 
0029. In certain embodiments, the operations can be per 
formed by executing instructions residing on machine-read 
able media (e.g., Software), while in other embodiments, the 
operations can be performed by hardware and/or other logic 
(e.g., firmware). In some embodiments, the operations can be 
performed in series, while in other embodiments, one or more 
of the operations can be performed in parallel. Moreover, 
Some embodiments can perform less than all the operations 
shown in any flow diagram. 
0030. The section will discuss FIGS. 2-8. The discussion 
of FIGS. 2-4 will describe operations for creating an associa 
tion between a mobile device and a selected wagering game 
machine, and presenting wagering games on the mobile 
device. 
0031 FIG. 2 is a flow diagram illustrating operations for 
enabling a mobile device to play wagering games via a 
selected wagering game machine, according to Some embodi 
ments of the inventive subject matter. The flow begins at block 
202. 
0032. At block 202, the mobile device transmits a request 
to connect to the wagering game network. In some embodi 
ments, the mobile device connects to a wireless access point, 
and transmits a network connection request to a wagering 
game server via the access point (e.g., using an application 
program, via a website, etc.). In some embodiments, the 
mobile device may use a cellular telephone network or other 
network to transmit the request. The flow continues at block 
204. 
0033. At block 204, the mobile device communicates an 
indication of the selected wagering game machine. Such indi 
cation may include a unique identifier associated with the 
selected wagering game machine. In some embodiments, a 
unique code displayed on the selected wagering game 
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machine may be entered at the mobile device for transmission 
to the wagering game server. In other embodiments, an image 
capture device of the mobile device may be used to capture 
the unique identifier for transmission to the wagering game 
server. The flow continues at block 206. 
0034. At block 206, the mobile device receives wagering 
game content. The content can include game results, data 
used in presenting game results (e.g., graphics data, anima 
tion data audio data, etc.), and any other information neces 
sary for presenting at least a portion of the wagering game on 
the mobile device. Some of the wagering game content can 
originate at the selected wagering game machine. For 
example, the wagering game machine may determine game 
results and transmit them for use by the mobile device. In 
Some embodiments, the wagering game server receives the 
wagering game content from the wagering game machine and 
forwards it to the mobile device. Alternatively, the mobile 
device can receive the wagering game content directly from 
the wagering game machine. In yet another alternative, the 
wagering game content may originate at the wagering game 
server, as the server may centrally determine all game results 
for the wagering game machines. The flow continues at block 
208. 

0035. At block 208, the mobile device presents the wager 
ing game. In some embodiments, the mobile device may 
present the same information as displayed on the wagering 
game machine. In other words, the mobile device may mirror 
the wagering game machine display. In such embodiments, 
the player may be able to select items on the mobile device 
display as if they were selecting items on the wagering game 
machine display. In other embodiments, only some of the 
wagering game content may be presented on the mobile 
device. The flow continues at block 210. 
0036. At block 210, if the wagering game session is ter 
minated, the flow ends. If the wagering game session has not 
been terminated, the flow continues at block 212. 
0037. At block 212, the mobile device may be required to 
participate in a verification process to ensure that the mobile 
device is in proximity to the wagering game machine. In some 
embodiments, the verification process may be periodic and 
may not be necessary before each command is executed (e.g., 
before each reel spin in a slots game). In other embodiments, 
the Verification process may be required before each com 
mand is executed. If verification is not required, the flow 
continues at block 216. If verification is required, the flow 
continues at block 214. 

0038. At block 214, the mobile device communicates veri 
fication information. For clarity, the following discussion 
describes communications between the mobile device and 
wagering game server. However, in Some embodiments, the 
mobile device may communicate verification information 
directly to the selected wagering game machine. In Such 
embodiments, the selected wagering game machine may 
request verification information directly from the mobile 
device. 
0039 Verifying that the mobile device is in proximity to 
the wagering game may help ensure that the appropriate 
mobile device is communicating commands to the selected 
wagering game machine (and not to another wagering game 
machine that was not selected). This verification process can 
include any suitable form of location detection. For example, 
the wagering game server could request GPS coordinates 
from the mobile device, and compare them to known GPS 
coordinates of the selected wagering game machine. Alterna 
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tively, the wagering game server could use transmitters 
located throughout the casino to triangulate the position of the 
mobile device to ensure that the mobile device is in proximity 
to the selected wagering game machine. 
0040 Additionally, the wagering game sever can instruct 
the selected wagering game machine to emit a sound, NFC 
transmission, etc. to the mobile device. If the mobile device is 
in proximity to the selected wagering game machine, the 
mobile device will perceive the sound or receive the trans 
mission. The mobile device can then communicate the veri 
fication information back to the wagering game server. For 
example, Sounds of differing frequencies may be emitted 
from separate speakers of the selected wagering game 
machine. The frequencies emitted from the speakers can be 
designed to interact with one another at a point near the 
selected wagering game machine, creating a third frequency 
(the combination of the two sound waves). If the mobile 
device is within a threshold distance from the intersection 
point, the mobile device will perceive the third frequency. The 
mobile device can then communicate the third frequency to 
the selected wagering game machine or the wagering game 
server. After communicating the verification information, the 
flow continues at block 216. 
0041 At block 216, the mobile device communicates the 
command for the selected wagering game. In some embodi 
ments, the mobile device may communicate the command for 
the wagering game directly to the selected wagering game 
machine. In other embodiments, the mobile device may com 
municate the command for the wagering game to the wager 
ing game server. The flow continues at block 208. 
0042. At block 208, the mobile device presents the wager 
ing game. The flow repeats until the wagering game session is 
terminated at bock 210. 

0043. While FIG.2 describes how the mobile device inter 
acts with the wagering game server and the wagering game 
machine, FIG. 3 describes how the wagering game server 
interacts with the mobile device and the wagering game 
machine. 
0044 FIG. 3 is a flow diagram illustrating operations for 
enabling a mobile device to play wagering games via a 
selected wagering game machine, according to Some embodi 
ments of the inventive subject matter. The flow begins at block 
3O2. 

0045. At block 302, the wagering game server receives an 
indication to associate a mobile device with a selected wager 
ing game machine. Such indication may originate from the 
mobile device and include a unique identifier (e.g., numeric 
code, bar code photo, bar code information, QR code, etc.) 
identifying the selected wagering game machine. In some 
embodiments, a single wagering game server may be in com 
munication with a plurality of wagering game machines. In 
other embodiments, each wagering game machine may have 
a dedicated wagering game server, either internal or external 
to the wagering game machine. Each wagering game server 
can also include a web server to facilitate communications 
with mobile devices. The flow continues at block 304. 
0046. At block 304, the wagering game server associates 
the mobile device with the selected wagering game machine. 
In some embodiments, the wagering game server records the 
mobile device's media access control (MAC) address in asso 
ciation with the wagering game machine's address (e.g., in a 
table). The wagering game server may send the wagering 
game machine address to the mobile device to facilitate direct 
communication between the mobile device and the selected 
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wagering game machine. Once the mobile device is associ 
ated with the selected wagering game machine, no other 
mobile devices can be associated with the selected wagering 
game machine. In other words, once the mobile device is 
associated with the selected wagering game machine, only 
the player using the mobile device can play wagering games 
on the selected wagering game machine. Although the player 
may be able to control Some aspects of the wagering game 
from the mobile device, in Some embodiments, the wagering 
game machine's controls (e.g., buttons, levers, etc.) may still 
function to control Some or all aspects of the wagering game 
on the selected wagering game machine. In other embodi 
ments, the controls are “locked-out” to prevent by-standers 
from affecting wagering games by interacting with the 
machine's controls. The flow continues at block 306. 
0047. At block 306, the wagering game server receives 
commands for wagering game play from the mobile device. 
Such commands can include commands to initiate game play, 
place bets, etc. As previously discussed, in some embodi 
ments, this step may be unnecessary, as the mobile device can 
communicate commands directly to the selected wagering 
game machine. The flow continues at block 308. 
0048. At block 308, the wagering game server communi 
cates commands for wagering game play to the selected 
wagering game machine. As previously discussed, in some 
embodiments, this step may be unnecessary, as the mobile 
device can communicate commands directly to the selected 
wagering game machine. In some embodiments, the wager 
ing game server does not forward the commands because the 
server itself processes the commands (e.g., the wagering 
game server is a central authority for determining game 
results). The flow continues at block 310. 
0049. At block 310, if the wagering game session is ter 
minated, the flow ends. If the wagering game session has not 
been terminated, the flow continues at block 312. 
0050. At block312, the wagering game server may request 
verification information from the mobile device and/or the 
selected wagering game machine. In some embodiments, the 
wagering game server may request that the selected wagering 
game machine communicate a unique code to the mobile 
device. This unique code can be transmitted by any short 
range medium such as NFC, Bluetooth, etc. Additionally, the 
selected wagering game machine can communicate a request 
to the mobile device to relay the unique code to the wagering 
game server, ensuring that the mobile device is in proximity to 
the selected wagering game machine. In some embodiments, 
Verification information may be requested periodically, and 
may not be necessary before each command is communicated 
to the selected wagering game machine. In other embodi 
ments, verification information may be requested before each 
command is communicated to the selected wagering game 
machine. If verification is not required, the flow continues at 
block 306. If verification is required, the flow continues at 
block 314. 
0051. At block 314, the wagering game server transmits 
verification request(s) to the mobile device and/or selected 
wagering game machine. In some embodiments, the wager 
ing game server may request that the selected wagering game 
machine communicate a unique code to the mobile device. 
The flow continues at block 316. 
0052 At block 316, the wagering game server receives 
verification information from the mobile device and/or the 
selected wagering game machine indicating that the mobile 
device is in proximity to the selected wagering game 
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machine. Referring to the example above, the selected wager 
ing game machine can present a unique code to the mobile 
device. In turn, the wagering game machine and the mobile 
device can send the codes to the wagering game server. After 
receiving the unique codes, the wagering game server can 
compare the two codes to ensure that the mobile device is in 
proximity to the selected wagering game machine. If the 
codes match, the wagering game server presumes the mobile 
device is in proximity to the wagering game machine. The 
flow continues at block 306 (see description above). From 
block 306, the flow repeats until the wagering game session is 
terminated at block 310. 
0053 While FIG. 3 describes how the wagering game 
server interacts with the mobile device and the wagering 
game machine, FIG. 4 describes how the wagering game 
machine interacts with the mobile device and the wagering 
game server. 
0054 FIG. 4 is a flow diagram illustrating operations for 
enabling a mobile device to play wagering games via a 
selected wagering game machine, according to Some embodi 
ments of the inventive subject matter. The flow begins at block 
402. 

0055. At block 402, the selected wagering game machine 
receives commands for wagering gameplay. Such commands 
can include commands to initiate game play, place bets, etc. 
In some embodiments, the selected wagering game machine 
receives the commands directly from the mobile device. In 
other embodiments, the selected wagering game machine 
receives the commands from the wagering game server. The 
flow continues at block 404. 
0056. At block 404, verification may be required. In some 
embodiments, verification that the mobile device is in prox 
imity to the selected wagering game machine may be required 
before each command is processed by the selected wagering 
game machine. In other embodiments, Verification may be 
required only once every certain number of commands, or 
periodically. If verification is not required, the flow continues 
at block 410. If verification is required, the flow continues at 
block 406. 
0057. At block 406, the wagering game machine presents 
Verification information. For example, the selected wagering 
game machine may present a request to the mobile device, 
requesting the mobile device to emit a specific frequency 
Sound. This request may be communicated by any Suitable 
medium, whether short-range or long-range. It should be 
noted however that if long-range communication is used, the 
mobile device should emita sound that would not be perceiv 
able at the selected wagering game machine if the mobile 
device is not in proximity to the selected wagering game 
machine. The wagering game machine can employ other 
measures, such as presenting a unique code to the mobile 
device, presenting two audio signals that create a third signal 
if the mobile device is in proximity, etc. The flow continues at 
block 408. 
0.058 At block 408, the selected wagering game machine 
confirms the verification. For example, continuing the discus 
sion above, the selected wagering game machine may per 
ceive the sound emitted by the mobile device. If the frequency 
of the Sound matches the frequency requested by the selected 
wagering game machine, the selected wagering game 
machine can confirm that the mobile device is in proximity to 
the selected wagering game machine. In some embodiments, 
the wagering game machine can employ other measures, such 
as presenting a unique code to the mobile device, presenting 
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two audio signals that create a third signal if the mobile device 
is in proximity, etc. In some embodiments, the wagering 
game machine can forward verification information received 
from the mobile device to the wagering game server to Verify 
proximity. The flow continues at block 410. 
0059. At block 410, the wagering game machine processes 
the command for wagering game play. For example, the 
wagering game machine can process a reel spin, a bet indi 
cator, etc. The flow continues at block 412. 
0060. At block 412, if the wagering game session is ter 
minated, the flow ends. If the wagering game session has not 
been terminated, the flow continues at block 402. The flow 
repeats until the wagering game session is terminated at block 
412. 

0061 FIG.5 is a diagrammatic illustration of identifying a 
selected wagering game machine 502 using a unique indica 
tor 508 and a mobile device 506. Many techniques can be 
used to indicate which wagering game machine is the selected 
wagering game machine 502 with which to associate the 
mobile device 506. In some embodiments, the unique code or 
image can be dynamic, and refreshed before a new wagering 
game session begins. For example, a player may request to 
initiate a wagering game session at the selected wagering 
game machine 502 on their mobile device 506. In response, 
the selected wagering game machine 502 can presentaunique 
code or image on its display, specific to that wagering game 
session. In other embodiments, wagering game machines can 
have static unique identifiers presented either on a display 
device (e.g., a liquid crystal display) or on the wagering game 
machine itself (e.g., an image affixed to the machine’s cabi 
net). The unique code or image can be a code containing 
letters and/or numbers and/or other symbols, a two-dimen 
sional bar code, a three-dimensional bar code, an image, etc. 
The player can enter or scan the unique indicator on the 
mobile device 506. 

0062. As depicted in FIG. 5, the unique indicator is a quick 
reference code (“OR code’) 508. In FIG. 5, the QR code 508 
is presented on the display 504 of the selected wagering game 
machine 502. The QR code 508 is then scanned using the 
mobile device 506. In FIG. 5, the wagering game machine 
502 presents the QR code 508 on the display device 504 of the 
wagering game machine 502. 
0063. While FIG. 5 describes techniques for selecting a 
wagering game machine, FIG. 6 describes presenting wager 
ing game content on the wagering game machine display 602 
and a mobile device 616. 

0064 FIG. 6 is a diagrammatic illustration of moving 
wagering game elements from a wagering game machine 
display 602 to a mobile device 616. In some embodiments, a 
player may be able to select which wagering game elements 
to present on the mobile device 616. For example, a player 
may wish to present the spin button 606, the bet meter 610, or 
the slot reels 604 on the mobile device 616. 

0065. As depicted in FIG. 6, the player has selected to 
present the credit meter 612 on the mobile device 616. In 
Some embodiments, wagering game elements may only be 
presented on one of the wagering game machine display 602 
and the mobile device 616. In other words, if the player selects 
the credit meter 612 to be presented on the mobile device 616, 
it will no longer be presented on the wagering game machine 
display 602. In other embodiments, selected wagering game 
elements may appear on both the mobile device 616 and the 
wagering game machine display 602. 
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0066. In some embodiments, the player may select wager 
ing game elements to present on the mobile device 616 by 
dragging the select game elements to a mobile device icon 
614 on the wagering game machine display 602. Such opera 
tion is illustrated by hand 622 and arrow 620. After the drag 
and-drop operation, the credit meter 618 will now be pre 
sented on the mobile device 616. 
0067 FIG. 7 is a diagrammatic illustration of moving 
wagering game elements from a wagering game machine 
display 702 to a mobile device 704. As previously discussed 
(see discussion of FIG. 6), in Some embodiments, a player 
may be able to select which wagering game elements to 
present on the mobile device 704. Unlike FIG. 6, where the 
selected wagering game element is dragged to a mobile 
device icon, in some embodiments, a player may simply drag 
the selected wagering game elements off-screen of the wager 
ing game machine display 702. 
0068. As depicted in FIG. 7, the player 710 is dragging slot 
reels 706 off-screen of the wagering game machine display 
702 as indicated by arrow 712. The result of such operation is 
to present slot reels 708 on the mobile device 704. In some 
embodiments, this may exclude slot reels 706 from being 
presented on the wagering game machine display 702. In 
other embodiments, slot reels 706 may be presented on the 
wagering game machine display 702 in addition to slot reels 
708 being presented on mobile device 704. Although slot 
reels 706 and slot reels 708 are independently numbered, they 
are the same slot reels. In other words, slot reels 708 mirror 
slot reels 706 in operation. 
0069 FIG. 8 is a diagrammatic illustration of mirroring a 
wagering game machine display 802 on a mobile device 814. 
In some embodiments, the entire wagering game may be 
presented simultaneously on the wagering game machine 
display 802 and the mobile device 814. As shown in FIG. 8, 
the wagering game has slot reel elements 804A, bet meter 
806A, credit meter 808A, and spin button 810A. Each game 
element is presented on the wagering game machine display 
802. Additionally, each wagering game element is presented 
on the mobile device 814. As depicted, the mobile device 814 
is presenting corresponding slot reels 804B, bet meter 806B, 
credit meter 808B, and spin button 808B. 
0070. In some embodiments, the player can interact with 
the wagering game machine either by physically indicating 
commands on the wagering game machine, or by indicating 
commands via the mobile device. Additionally, the player 
may be able to modify the presentation of the wagering game 
on the mobile device 814. For example, the player may be 
able to Zoom in on wagering game elements on the mobile 
device 814, using pinch-to-Zoom, or similar gestures. When 
Zoomed in on the mobile device 814, the player may be able 
to pan by sliding the presentation of the wagering game on the 
mobile device 814 from side-to-side. 

Operating Environment 
0071. This section describes an example operating envi 
ronment and presents structural aspects of some embodi 
ments. This section includes discussion about wagering game 
machine architectures, wagering game networks, etc. 

Wagering Game Machine Architectures 
0072 FIG. 9 is a block diagram illustrating wagering 
game machine architecture, according to example embodi 
ments of the invention. As shown in FIG. 9, the wagering 
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game machine architecture 900 includes a wagering game 
machine 906, which includes a central processing unit (CPU) 
926 connected to main memory 928. The CPU 926 can 
include any suitable processor, such as an Intel(R) Pentium 
processor, Intel(R) Core 2 Duo processor, AMD OpteronTM 
processor, or UltraSPARC processor. The main memory 928 
includes a wagering game unit 932. In one embodiment, the 
wagering game unit 932 can present wagering games, such as 
Video poker, video blackjack, video slots, video lottery, etc., 
in whole or part. 
0073. The CPU926 is also connected to an input/output 
(I/O) bus 922, which can include any suitable bus technolo 
gies, such as an AGTL+ frontside bus and a PCI backside bus. 
The I/O bus 922 is connected to a payout mechanism 908, 
primary display 910, secondary display 912, value input 
device 914, player input device 916, information reader 918, 
and storage unit 930. The player input device 916 can include 
the value input device 914 to the extent the player input device 
916 is used to place wagers. The I/O bus 922 is also connected 
to an external system interface 924, which is connected to 
external systems 904 (e.g., wagering game networks). 
0.074. In one embodiment, the wagering game machine 
906 can include additional peripheral devices and/or more 
than one of each component shown in FIG. 9. For example, in 
one embodiment, the wagering game machine 906 can 
include multiple external system interfaces 924 and/or mul 
tiple CPUs 926. In one embodiment, any of the components 
can be integrated or subdivided. 
0075. As will be appreciated by one skilled in the art, 
aspects of the present inventive Subject matter may be embod 
ied as a system, method or computer program product. 
Accordingly, aspects of the present inventive subject matter 
may take the form of an entirely hardware embodiment, an 
entirely software embodiment (including firmware, resident 
Software, micro-code, etc.) or an embodiment combining 
Software and hardware aspects that may all generally be 
referred to herein as a “circuit,” “module’ or “system.” Fur 
thermore, aspects of the present inventive Subject matter may 
take the form of a computer program product embodied in one 
or more computer readable medium(s) having computer read 
able program code embodied thereon. 
0076 Any combination of one or more computer readable 
medium(s) may be utilized. The computer readable medium 
may be a computer readable signal medium or a computer 
readable storage medium. A computer readable storage 
medium may be, for example, but not limited to, an elec 
tronic, magnetic, optical, electromagnetic, infrared, or semi 
conductor System, apparatus, or device, or any Suitable com 
bination of the foregoing. More specific examples (a non 
exhaustive list) of the computer readable storage medium 
would include the following: an electrical connection having 
one or more wires, a portable computer diskette, a hard disk, 
a random access memory (RAM), a read-only memory 
(ROM), an erasable programmable read-only memory 
(EPROM or Flash memory), an optical fiber, a portable com 
pact disc read-only memory (CD-ROM), an optical storage 
device, a magnetic storage device, or any suitable combina 
tion of the foregoing. In the context of this document, a 
computer readable storage medium may be any tangible 
medium that can contain, or store a program for use by or in 
connection with an instruction execution system, apparatus, 
or device. 

0077. A computer readable signal medium may include a 
propagated data signal with computer readable program code 
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embodied therein, for example, in baseband or as part of a 
carrier wave. Such a propagated signal may take any of a 
variety of forms, including, but not limited to, electro-mag 
netic, optical, or any Suitable combination thereof. A com 
puter readable signal medium may be any computer readable 
medium that is not a computer readable storage medium and 
that can communicate, propagate, or transport a program for 
use by or in connection with an instruction execution system, 
apparatus, or device. 
0078 Program code embodied on a computer readable 
medium may be transmitted using any appropriate medium, 
including but not limited to wireless, wireline, optical fiber 
cable, RF, etc., or any Suitable combination of the foregoing. 
0079 Computer program code for carrying out operations 
for aspects of the present inventive subject matter may be 
written in any combination of one or more programming 
languages, including an object oriented programming lan 
guage such as Java, Smalltalk, C++ or the like and conven 
tional procedural programming languages, such as the “C” 
programming language or similar programming languages. 
The program code may execute entirely on the user's com 
puter, partly on the user's computer, as a stand-alone software 
package, partly on the user's computer and partly on a remote 
computer or entirely on the remote computer or server. In the 
latter scenario, the remote computer may be connected to the 
user's computer through any type of network, including a 
local area network (LAN) or a wide area network (WAN), or 
the connection may be made to an external computer (for 
example, through the Internet using an Internet Service Pro 
vider). 
0080 While FIG.9 describes an example wagering game 
machine architecture, this section continues with a discussion 
wagering game networks. 

Wagering Game Networks 
I0081 FIG. 10 is a block diagram illustrating a wagering 
game network 1000, according to example embodiments of 
the invention. As shown in FIG. 10, the wagering game net 
work 1000 includes a plurality of casinos 1012 connected to 
a communications network 1014. 
0082 Each casino 1012 includes a local area network 
1016, which includes an access point 1004, a wagering game 
server 1006, and wagering game machines 1002. The access 
point 1004 provides wireless communication links 1010 and 
wired communication links 1008. The wired and wireless 
communication links can employ any Suitable connection 
technology, such as Bluetooth, 802.11, Ethernet, public 
switched telephone networks, SONET, etc. In some embodi 
ments, the mobile device can connect to the wireless access 
point 1004 using a cellular connection with virtual private 
network technology. In some embodiments, the mobile 
device can be authenticated at the wireless access point 1004 
before gaining access to the wagering game network. In some 
embodiments, the wagering game server 1006 can serve 
wagering games and distribute content to devices located in 
other casinos 1012 or at other locations on the communica 
tions network 1014. 
I0083. The wagering game machines 1002 described 
herein can take any Suitable form, Such as floor standing 
models, bartop models, workstation-type console models, 
etc. Further, the wagering game machines 1002 can be pri 
marily dedicated for use in conducting wagering games, or 
can include non-dedicated devices. In one embodiment, the 
wagering game network 1000 can include other network 
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devices, such as accounting servers, wide area progressive 
servers, player tracking servers, and/or other devices Suitable 
for use in connection with embodiments of the invention. 

0084. In some embodiments, wagering game machines 
1002 and wagering game servers 1006 work together such 
that a wagering game machine 1002 can be operated as a thin, 
thick, or intermediate client. For example, one or more ele 
ments of game play may be controlled by the wagering game 
machine 1002 (client) or the wagering game server 1006 
(server). Game play elements can include executable game 
code, lookup tables, configuration files, game outcome, audio 
or visual representations of the game, game assets or the like. 
In a thin-client example, the wagering game server 1006 can 
perform functions such as determining game outcome or 
managing assets, while the wagering game machine 1002 can 
present a graphical representation of Such outcome or asset 
modification to the user (e.g., player). In a thick-client 
example, the wagering game machines 1002 can determine 
game outcomes and communicate the outcomes to the wager 
ing game server 1006 for recording or managing a players 
account. Additionally, web server Software may run on the 
wagering game server 1006 to facilitate communication 
between the mobile device and the selected wagering game 
machine. 

0085. In some embodiments, either the wagering game 
machines 1002 (client) or the wagering game server 1006 can 
provide functionality that is not directly related to game play. 
For example, account transactions and account rules may be 
managed centrally (e.g., by the wagering game server 1006) 
or locally (e.g., by the wagering game machine 1002). Other 
functionality not directly related to game play may include 
power management, presentation of advertising, software or 
firmware updates, system quality or security checks, etc. 
0.086 Any of the wagering game network components 
(e.g., the wagering game machines 1002) can include hard 
ware and machine-readable media including instructions for 
performing the operations described herein. 

Example Wagering Game Machines 

0087 FIG. 11 is a perspective view of a wagering game 
machine, according to example embodiments of the inven 
tion. Referring to FIG. 11, a wagering game machine 1100 is 
used in gaming establishments, such as casinos. According to 
embodiments, the wagering game machine 1100 can be any 
type of wagering game machine and can have varying struc 
tures and methods of operation. For example, the wagering 
game machine 1100 can be an electromechanical wagering 
game machine configured to play mechanical slots, or it can 
be an electronic wagering game machine configured to play 
Video casino games, such as blackjack, slots, keno, poker, 
blackjack, roulette, etc. 
0088. The wagering game machine 1100 comprises a 
housing 1112 and includes input devices, including value 
input devices 1118 and a player input device 1124. For output, 
the wagering game machine 1100 includes a primary display 
1114 for displaying information about a basic wagering 
game. The primary display 1114 can also display information 
about a bonus wagering game and a progressive wagering 
game. The wagering game machine 1100 also includes a 
secondary display 1116 for displaying wagering game events, 
wagering game outcomes, and/or signage information. While 
Some components of the wagering game machine 1100 are 
described herein, numerous other elements can exist and can 
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be used in any number or combination to create varying forms 
of the wagering game machine 1100. 
I0089. The value input devices 1118 can take any suitable 
form and can be located on the front of the housing 1112. The 
value input devices 1118 can receive currency and/or credits 
inserted by a player. The value input devices 1118 can include 
coin acceptors for receiving coin currency and bill acceptors 
for receiving paper currency. Furthermore, the value input 
devices 1118 can include ticket readers or barcode scanners 
for reading information stored on Vouchers, cards, or other 
tangible portable storage devices. The Vouchers or cards can 
authorize access to central accounts, which can transfer 
money to the wagering game machine 1100. 
0090 The player input device 1124 comprises a plurality 
of push buttons on a button panel 1126 for operating the 
wagering game machine 1100. In addition, or alternatively, 
the player input device 1124 can comprise a touch screen 
1128 mounted over the primary display 1114 and/or second 
ary display 1116. 
0091. The various components of the wagering game 
machine 1100 can be connected directly to, or contained 
within, the housing 1112. Alternatively, some of the wagering 
game machine's components can be located outside of the 
housing 1112, while being communicatively coupled with the 
wagering game machine 1100 using any suitable wired or 
wireless communication technology. 
0092. The operation of the basic wagering game can be 
displayed to the player on the primary display 1114. The 
primary display 1114 can also display a bonus game associ 
ated with the basic wagering game. The primary display 1114 
can include a cathode ray tube (CRT), a high resolution liquid 
crystal display (LCD), a plasma display, light emitting diodes 
(LEDs), or any other type of display suitable for use in the 
wagering game machine 1100. Alternatively, the primary dis 
play 1114 can include a number of mechanical reels to display 
the outcome. In FIG. 11, the wagering game machine 1100 is 
an “upright' version in which the primary display 1114 is 
oriented vertically relative to the player. Alternatively, the 
wagering game machine can be a 'slant-top' version in which 
the primary display 1114 is slanted at about a thirty-degree 
angle toward the player of the wagering game machine 1100. 
In yet another embodiment, the wagering game machine 1100 
can exhibit any suitable form factor, Such as a free standing 
model, bartop model, or workstation console model. 
0093. A player begins playing a basic wagering game by 
making a wager via the value input device 1118. The player 
can initiate play by using the player input device's buttons or 
touch screen 1128. The basic game can include arranging a 
plurality of symbols along a payline 1132, which indicates 
one or more outcomes of the basic game. Such outcomes can 
be randomly selected in response to player input. At least one 
of the outcomes, which can include any variation or combi 
nation of symbols, can trigger a bonus game. 
0094. In some embodiments, the wagering game machine 
1100 can also include an information reader 1152, which can 
include a card reader, ticket reader, bar code scanner, RFID 
transceiver, or computer readable storage medium interface. 
In some embodiments, the information reader 1152 can be 
used to award complimentary services, restore game assets, 
track player habits, etc. 

Example Verification Techniques 
0095. In some embodiments, the selected wagering game 
machine may cause the chair associated with the selected 
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wagering game machine to move. Such movement can cause 
the mobile device to move as well. The movement captured 
by sensors in the mobile device can then be compared with the 
movement of the chair to ensure that the mobile device is in 
proximity to the selected wagering game machine. 
0096. In some embodiments, the proximity verification 
can be accomplished using an image capture device on the 
mobile device. At periodic intervals, the wagering game 
server and/or the selected wagering game machine can 
request presentation of an image from the mobile device. 
During the verification process, the selected wagering game 
machine can present a unique identifier, Such as a code, and 
image, etc. The wagering game server and/or the selected 
wagering game machine can then request the mobile device to 
relay the unique identifier to the wagering game server and/or 
the selected wagering game machine, ensuring that the 
mobile device is in proximity to the selected wagering game 
machine. 
0097. In some embodiments, the proximity verification 
can be accomplished via pairing. Such as by Bluetooth. For 
example, at the start of a wagering game session, the mobile 
device can pair with the selected wagering game machine. 
This pairing can be accomplished via short-range communi 
cation. If at any point the mobile device fails to communicate 
with, or remained parried with, the selected wagering game 
machine, the wagering game session may terminate. 
0098. In some embodiments, the proximity can be accom 
plished via an image capture device on the selected wagering 
game machine. An image capture device can determine 
whether a player is seated at the selected wagering game 
machine, verifying proximity of the mobile device to the 
Selected wagering game machine. 
0099. In some embodiments, the proximity verification 
can be accomplished using sensor associated with the 
selected wagering game machine. For example, a weight 
sensor in the seat or near that base of the selected wagering 
game machine can detect the presence of a player. If the 
player is present, it may verify that the mobile device is in 
proximity to the selected wagering game machine. 

General 

0100 Although the examples presented herein describe 
associating a single mobile device with a wagering game 
machine, in some embodiments, more than one mobile device 
can be associated with a wagering game machine. In Such 
embodiments, a plurality of players may be able to play 
and/or control multi-player wagering games from their 
mobile devices. When multiple mobile devices are associated 
with a wagering game machine, each mobile device may 
control and/or present different aspects of the wagering game. 
In some embodiments, the multiple mobile devices may con 
trol and/or present the same aspects of the wagering game. 
0101 This detailed description refers to specific examples 
in the drawings and illustrations. These examples are 
described in sufficient detail to enable those skilled in the art 
to practice the inventive subject matter. These examples also 
serve to illustrate how the inventive subject matter can be 
applied to various purposes or embodiments. Other embodi 
ments are included within the inventive Subject matter, as 
logical, mechanical, electrical, and other changes can be 
made to the example embodiments described herein. Features 
of various embodiments described herein, however essential 
to the example embodiments in which they are incorporated, 
do not limit the inventive subject matter as a whole, and any 
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reference to the invention, its elements, operation, and appli 
cation are not limiting as a whole, but serve only to define 
these example embodiments. This detailed description does 
not, therefore, limit embodiments of the invention, which are 
defined only by the appended claims. Each of the embodi 
ments described herein are contemplated as falling within the 
inventive subject matter, which is set forth in the following 
claims. 

1. A method comprising: 
communicably connecting a mobile device to a wagering 
game server on a wagering game network; 

associating, by the wagering game server, the mobile 
device with a selected wagering game machine among a 
plurality of wagering game machines on the wagering 
game network; 

providing content to present on the mobile device, the 
content including a play initiation button of a wagering 
game played via the selected wagering game machine; 

in response to the play initiation button being actuated, 
receiving, at the wagering game server, a command from 
the mobile device to initiate play of the wagering game; 
and 

in response to the command, presenting a result of the 
wagering game on the selected wagering game machine. 

2. The method of claim 1, wherein the content includes a 
credit meter, and wherein the providing content includes pro 
viding the credit meter for presentation on the mobile device 
but not on the selected wagering game machine. 

3. The method of claim 1, wherein the associating includes 
receiving, by the wagering game server from the mobile 
device, a unique code associated with the selected wagering 
game machine. 

4. The method of claim 3, wherein the unique code is a 
visual code presented on the selected wagering game 
machine and captured by the mobile device. 

5. The method of claim 1, further including in response to 
a gesture made with the mobile device, receiving, at the 
wagering game server, a command indicating an action in the 
wagering game and executing that action. 

6. The method of claim 1, further including forwarding the 
command to the selected wagering game machine. 

7. The method of claim 1, further including randomly 
selecting the result of the wagering game. 

8. The method of claim 1, further including transmitting 
content for the play initiation button from the wagering game 
server to the mobile device. 

9. The method of claim 1, further including requesting and 
receiving verification information indicating that the mobile 
device is in proximity to the selected wagering game 
machine. 

10. The method of claim 1, wherein the wagering game 
includes a plurality of elements, and further including per 
mitting a player to select which of the elements to present on 
the selected wagering game machine and which of the ele 
ments to present on the mobile device. 

11. The method of claim 1, further including presenting the 
play initiation button on the selected wagering game 
machine. 

12. A method comprising: 
communicably connecting a mobile device to a wagering 
game server on a wagering game network; 

transmitting, from the mobile device to the wagering game 
server, a request to associate with a selected wagering 
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game machine among a plurality of wagering game 
machines on the wagering game network; 

receiving, at the mobile device from the wagering game 
server, an indication that the mobile device is associated 
with the selected wagering game machine; 

receiving, at the mobile device, content including a play 
initiation button for a wagering game played via the 
Selected wagering game machine; 

presenting the content on the mobile device; and 
in response to player input selecting the play initiation 

button, transmitting, from the mobile device to the 
wagering game server, a command to initiate play of the 
wagering game, a result of the Wagering game being 
presented on the selected wagering game machine. 

13. The method of claim 12, wherein the content includes 
a credit meter, and wherein the credit meter is not presented 
on the selected wagering game machine. 

14. The method of claim 12, further comprising: 
capturing, by the mobile device, a unique code associate 

with the selected wagering game machine, wherein the 
request to associate with the selected wagering game 
machine includes the unique code. 

15. The method of claim 12, further comprising: 
detecting, via the mobile device, a gesture performed with 

the mobile device; and 
in response to the detecting the gesture, transmitting, to the 

wagering game server, a command indicating an action 
in the wagering game. 

16. The method of claim 12, further comprising: 
transmitting verification information indicating that the 

mobile device is in proximity to the selected wagering 
game machine. 

17. The method of claim 12, wherein the wagering game 
includes a plurality of elements and further comprising: 

receiving, at the mobile device, input selecting one or more 
of the plurality of elements; and 

presenting, on the mobile device, the one or more of the 
plurality of elements. 

18. An apparatus comprising: 
at least one processor; and 
a computer readable storage medium having computer 

usable program code executable by the at least one pro 
cessor, the computer usable program code including 
code to: 
communicably connect a mobile device to a wagering 
game server on a wagering game network; 

associate, by the wagering game server, the mobile 
device with a selected wagering game machine 
among a plurality of wagering game machines on the 
wagering game network; 

provide content to present on the mobile device, the 
content including a play initiation button of a wager 
ing game played via the selected wagering game 
machine; 

in response to the play initiation button being actuated, 
receive, at the wagering game server, a command 
from the mobile device to initiate play of the wagering 
game; and 

in response to the command, present a result of the 
wagering game on the selected wagering game 
machine. 

19. The apparatus of claim 18, wherein the content includes 
a credit meter, and wherein the code to provide the content 
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includes code to provide the credit meter for presentation on 
the mobile device but not on the selected wagering game 
machine. 

20. The apparatus of claim 18, wherein the code to associ 
ate includes code to receive, by the wagering game server 
from the mobile device, a unique code associated with the 
Selected wagering game machine. 

21. The apparatus of claim 20, wherein the unique code is 
a visual code presented on the selected wagering game 
machine and captured by the mobile device. 

22. The apparatus of claim 18, wherein the computer 
usable code further includes code to: 

in response to a gesture made with the mobile device, 
receive, at the wagering game server, a command indi 
cating an action in the wagering game and execute the 
action. 

23. The apparatus of claim 18, wherein the computer 
usable code further includes code to: 

forward the command to the selected wagering game 
machine. 

24. The apparatus of claim 18, wherein the computer 
usable code further includes code to: 

randomly select the result of the wagering game. 
25. The apparatus of claim 18, wherein the computer 

usable code further includes code to: 

transmit content for the play initiation button from the 
wagering game server to the mobile device. 

26. The apparatus of claim 18, wherein the computer 
usable code further includes code to: 

request and receive verification information indicating that 
the mobile device is in proximity to the selected wager 
ing game machine. 

27. The apparatus of claim 18, wherein the wagering game 
includes a plurality of elements, and wherein the computer 
usable code further includes code to: 

permita player to select which of the elements to present on 
the selected wagering game machine and which of the 
elements to present on the mobile device. 

28. The apparatus of claim 18, wherein the computer 
usable code further includes code to: 

present the play initiation button on the selected wagering 
game machine. 

29. A method comprising: 
associating a mobile device with a selected wagering game 

machine among a plurality of wagering game machines 
on a wagering game network, the mobile device being 
communicably connected to a wagering game server on 
the wagering game network; 

providing content to present on the mobile device, the 
content including a play initiation button of a wagering 
game played via the selected wagering game machine; 

in response to the play initiation button being actuated, 
receiving, at the selected wagering game machine, a 
command to initiate play of the wagering game; and 

in response to the command, presenting a result of the 
wagering game on the selected wagering game machine. 

30. The method of claim 29, wherein the command is 
received from the wagering game server. 

31. The method of claim 29, wherein the content includes 
a credit meter, wherein the providing content includes pro 
viding the credit meter for presentation on the mobile device 
but not on the selected wagering game machine. 
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32. The method of claim 29, wherein the associating 
includes providing, to the mobile device, a unique code asso 
ciated with the wagering game machine. 

33. The method of claim 32, wherein the unique code is a 
visual code presented on the wagering game machine for 
capture by the mobile device. 

34. The method of claim 29, further comprising: 
requesting, from the mobile device, Verification informa 

tion indicating that the mobile device is in proximity to 
the wagering game machine; and 

receiving, from the mobile device, the verification infor 
mation. 

35. The method of claim 29, further comprising: 
presenting the play initiation button on the selected wager 

ing game machine. 
k k k k k 


